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POST OF HONOUR	
 

BASICS	&	PRE-GAME	
	
The	Game	
Post	of	Honour	is	designed	principally	for	what	I	think	of	as	a	‘classic’	historical	wargame:	
that	is,	using	12-20	units	per	side,	and	lasting	for	a	couple	of	hours;	to	be	played	at	home	
or	 at	 your	 wargaming	 club.	 The	 overall	 commander	 (which	 I	 grandly	 call	 the	 ‘Army	
General’)	 controls	 perhaps	 three	 to	 five	 brigades	 and	 maybe	 one	 or	 two	 units	 acting	
independently	as	well.		
The	rules	were	developed	for	games	using	25-30mm	figures,	and	with	these	a	table	of	at	
least	6’	x	4’	is	needed.	Using	smaller	figures	is	straightforward,	and	the	simple	conversions	
required	are	described	below.	Smaller	figures	enable	you	to	use	a	smaller	table	size.	
	
Troop	Types	and	Formations	
In	Post	of	Honour,	 an	 ‘infantry	unit’	 represents	 a	battalion,	with	an	assumed	strength	of	
about	600	men.	A	‘cavalry	unit’	represents	a	regiment	with	an	assumed	strength	of	around	
400	troopers.	An	‘artillery	unit’	represents	a	battery	of	6-8	guns.			
	
Troop	types	are	formed	infantry,	light	infantry,	light	cavalry,	heavy	cavalry,	field	artillery,	
light	artillery	and	horse	artillery.		
	
1.	Formed	infantry:	this	is	the	close	order	infantry	that	formed	the	bulk	of	all	armies.	The	
possible	formations	for	formed	infantry	are	line	and	march	column.	See	fig.1	for	examples.		
2.	 Light	 infantry:	 these	 are	 infantry	 fighting	 in	 open	 order,	 used	 to	 fight	 in	 difficult	
terrain,	 to	harass	 the	enemy	and	to	protect	 their	own	troops	 from	enemy	 light	 infantry.	
They	 have	 no	 set	 formation	 -	 see	 fig.3	 for	 examples.	 Light	 infantry	 includes	 grenzers,	
jaegers	and	freikorps.	
3.	 Cavalry:	 formations	 for	 cavalry	 are	 line,	 double	 line	 or	march	 column.	 See	 fig.2	 for	
examples.	 Cavalry	 always	 counts	 as	 formed.	 Light	 cavalry	 mainly	 includes	 hussars,	
cossacks,	lancers/uhlans	and	chevauxlegers.	Heavy	cavalry	includes	cuirassiers,	dragoons,	
British	‘horse’,	garde	du	corps,	carabiniers,	and	most	guard	cavalry.		
4.	Artillery:	artillery	units	are	normally	represented	by	a	single	base	and	so	have	only	one	
formation.	A	towing	limber	with	horses	is	optional.	Field	artillery	will	generally	have	6	to	
12pdr	guns,	light	artillery	3	or	4pdr	guns.	The	crews	in	both	these	unit	types	move	on	foot.	
Horse	artillery	are	assumed	to	use	lighter	and/or	shorter-ranged	guns	than	field	artillery	
to	differentiate	them	tactically	in	game	terms.	Horse	artillery	crews	are	mounted.	
	
Troop	quality	can	be	Inferior,	Regular	or	Superior.	
	
Odd	formations:	An	‘odd	formation’	is	usually	where	different	parts	of	the	same	unit	are	
facing	in	different	directions.	For	example,	cavalry	and	infantry	units	in	line	can	form	an	‘L’	
shape	or	fight	back	to	back.	Units	can	also	‘drop	back’	individual	bases	to	pass	terrain.		
	
The	front,	 flank	and	rear	sectors	of	a	unit	are	defined	by	lines	drawn	at	45°	from	each	
corner.	
	
Unit	Size	and	Basing	
The	rules	work	by	using	standard	unit	sizes,	to	allow	for	simplicity.	To	be	clear,	this	means	
that	in	your	armies	all	the	units	of	a	particular	type	should	be	of	the	same	size.	Normally	
this	 will	 mean	 units	 having	 both	 the	 same	 number	 of	 figures	 and	 the	 same	 physical	
‘footprint’	on	the	table.	If	different	basing	conventions	between	different	collections	create	
size	issues,	it	is	the	‘footprint’	which	takes	priority,	as	the	actual	number	of	figures	is	not	
essential	to	the	game.		
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Small	 differences	 are	not	 that	 important.	 For	 example,	 if	 your	 standard	 formed	 infantry	
unit	of	28mm	models	has	24	figures,	and	has	a	frontage	(when	in	line)	of	9”,	a	difference	of	
up	to	an	inch	or	so	between	units	of	the	same	type	is	not	going	to	be	a	problem.	
The	size	of	formed	infantry	units	is	decided	first.	The	size	of	skirmish	infantry	and	cavalry	
units	are	then	based	on	the	size	of	your	formed	infantry	units.	
	
1.	 Formed	 Infantry	 unit	 sizes	 are	 established	 by	 using	 a	 rough	 correlation	 between	
musket	 range	 and	 the	 frontage	 of	 a	 formed	 infantry	 battalion	 formed	 in	 line.	 See	 the	
paragraphs	 below	 for	 details.	 Base	 shape	 and	 size,	 and	 figures	 per	 base,	 are	 up	 to	 the	
players.	
	
25-30mm	 figures.	This	 is	 the	size	of	 figure	on	which	 the	game	distances	given	 in	 these	
rules	are	based.	With	the	standard	musket	range	of	9”,	your	standard	formed	infantry	unit	
frontage	 in	 line	 should	 be	 between	 6”	 and	 12”.	 For	 figures	 based	 in	 2	 ranks,	 this	 will	
typically	 give	 units	 of	 16-32	 figures,	 or	 half	 that	 number	 if	 a	 single	 rank	 of	 figures	 is	
preferred.		
	
15-20mm	 figures.	All	game	distances	from	the	25-30mm	game	are	reduced	by	a	third	–	
the	 distances	 have	 been	 designed	 to	make	 this	 easy.	 Thus	musket	 range	 is	 6”,	 and	 the	
standard	formed	infantry	unit	frontage	in	line	can	be	between	4”	and	8”.	With	figures	in	2	
ranks	units	of	between	16-32	figures	would	once	again	be	comfortable.		
	
6-10mm	figures:	The	game	distances	from	the	25-30mm	game	are	changed	from	inches	
to	centimetres,	giving	a	standard	formed	infantry	unit	frontage	in	line	between	6cm	and	
12cm.	 So	 once	 again	 10mm	 figures	 in	 2	 ranks	 typically	 gives	 units	 of	 between	 16-32	
figures,	or	with	6mm	figures	24-48	figures	might	fit	better.	
	
2.	 Light	 infantry	 units	 should	use	 the	 same	or	 similar	basing	 to	 formed	 infantry	units	
(giving	them	the	same	basic	footprint),	but	with	less	figures	per	base	in	order	to	represent	
troops	in	open	order.	
	
3.	 Cavalry	 units	 should	 be	 formed	 with	 half	 the	 number	 of	 figures	 that	 your	 formed	
infantry	battalions	have	–	an	even	number	of	bases	is	strongly	recommended.		
	
4.	 Artillery	 units	 have	 a	 single	 square	 or	 rectangular	 base.	 The	 minimum	 base	 width	
should	be	half	the	frontage	of	a	formed	infantry	battalion	in	line.	Artillery	units	will	thus	
usually	have	1	or	2	model	guns.	
	
Note:	The	relationship	between	game	size	and	figure	size	is	not	proscriptive	and	will	tend	
to	overlap.	For	example,	a	24	 figure	 infantry	unit	of	15-20mm	figures	 in	2	ranks,	with	a	
frontage	of	around	6”,	could	easily	be	used	with	the	25-30mm	game.	
	
Armies	
Your	wargaming	 ‘army’	will	 be	divided	 into	brigades	 and	 independent	units.	An	overall	
Army	 General	 is	 required,	 and	 a	 Brigadier	 General	 for	 each	 brigade	 should	 also	 be	
provided.		
Up	 to	 3	 independent	 units	 per	 army	 are	 allowed,	 but	 these	may	 only	 be	 light	 units	 or	
artillery.	 Setting	 aside	 your	 independent	 units,	 divide	 the	 remaining	 units	 by	 three	 and	
round	down.	This	 is	the	maximum	number	of	brigades	your	army	may	have.	You	can	of	
course	 have	 less,	 provided	 that	 no	 brigade	 has	 more	 than	 the	 maximum	 number	 of	
allowed	units.	A	brigade	may	have	2-6	units.		
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Command	&	Control	
The	Army	General	and	his	Brigadier	Generals	have	a	command	radius	of	6”.	Units	within	
this	radius	are	‘in	command’.	Units	within	3”	of	units	which	are	themselves	in	command,	
are	 also	 in	 command.	 Enemy	 units	 that	 are	 between	 a	 general	 and	 one	 of	 his	 units,	 or	
between	 friendly	 units,	 cut	 the	 line	 of	 command.	 Independent	 units	 are	 always	 in	
command.	
Units	not	in	command	are	 ‘out	of	 command’.	They	can	still	move	and	change	formation	
etc.,	but	cannot	move	closer	to	the	enemy	unless	they	successfully	make	a	command	roll:	
	Superior	3	or	more	
Regular	4	or	more	
Inferior	5	or	more.		
They	may	 not	 double	move	 even	 if	 their	 roll	 succeeds.	 However,	 cavalry	may	 counter-
charge	subject	to	the	normal	die	roll	(p.9).	
The	Army	General	can	command	any	unit.	Brigadier	Generals	can	only	command	units	in	
their	own	brigade.		
Attaching	any	General	figure	to	a	unit	can	help	in	close	combat,	morale	and	rallying.	Only	1	
General	may	be	attached	to	a	unit	at	any	time.	When	a	general	is	attached	to	a	particular	
unit	 he	 can	 still	 exercise	 his	 command	 function.	 Generals	 attach	 or	 detach	 in	 the	
Generalship	&	Rallying	phase	(p.18),	and	must	stay	attached	until	the	same	phase	of	the	
following	turn.		
Attached	Generals	are	rendered	hors	de	combat	and	removed	by	making	a	roll	of	11	or	12	
with	 2	 D6	when	 their	 unit	 suffers	 hits	 during	 either	 the	 firing	 or	 close	 combat	 phases.	
Make	a	single	roll	after	all	firing	or	close	combat	is	complete.	When	an	Army	or	Brigadier	
General	is	removed,	units	relying	on	him	for	command	purposes	immediately	count	as	out	
of	 command.	 Take	 off	 the	 figure	 but	 mark	 his	 position	 on	 the	 table.	 If	 and	 when	 a	
replacement	becomes	available,	place	it	at	the	marked	location.	Generals	removed	can	be	
replaced	in	the	Rally	Phase	on	a	roll	of	4+.	If	the	Army	General	is	removed	his	army	has	a	
permanent	-1	for	initiative,	even	when	he	has	been	replaced.	
Generals	block	line	of	fire	for	friendly	units,	but	unattached	Generals	cannot	be	targets	for	
enemy	firing	or	close	combat.		
	
Movement	 of	 Generals:	Generals	deduct	 one	 third	of	 their	movement	 through	difficult	
ground	or	over	obstacles.	Their	movement	path	should	avoid	enemy	units	by	6”	and	they	
may	not	be	moved	into	a	position	closer	to	enemy	units	than	to	friendly	ones.	
	
Quality	 Of	 Generals:	 Generals	 can	 be	 rated	Dithering,	Dependable	 or	Dashing.	 This	
rating	 can	 represent	 the	 quality	 of	 the	 individual	 general,	 or,	 in	 the	 case	 of	 Brigadier	
Generals,	the	willingness	of	the	brigade	as	a	whole.	
	
Dithering	Brigadier	Generals	roll	a	D6	before	any	units	in	their	brigade	are	moved:		
Score	3-6,	continue	as	normal.		
Score	 1-2,	 count	 all	 units	 in	 the	 brigade	 as	 out	 of	 command	 and	 proceed	 accordingly.	
Dithering	Brigadier	Generals	retain	all	the	other	abilities	of	command	figures.		
Dithering	 Army	 Generals	 make	 the	 same	 roll	 before	 any	 units	 they	 have	 chosen	 to	
command	on	any	particular	turn	are	moved.	
	
Dependable	 Army	 or	 Brigadier	 Generals	 have	 no	 special	 rules	 -	 use	 the	 normal	
command	rules.	
	
Dashing	Brigadier	Generals	also	roll	before	any	units	in	their	brigade	are	moved.		
Score	1-4,	continue	as	normal.		
Score	5-6,	an	optional	double	move	is	available	for	any	or	all	of	the	units	in	the	brigade.		
All	the	other	abilities	of	dashing	Brigadier	Generals	are	as	normal.		
Dashing	 Army	 Generals	 make	 the	 same	 roll	 before	 any	 units	 they	 have	 chosen	 to	
command	on	a	particular	turn	are	moved.	
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Independent	Units:	for	command	purposes,	inferior	=	inept,	regular	=	capable,	superior	=	
inspiring.	
	
Dice	and	Gaming	Tools	
The	 dice	 used	 are	 normal	 6-sided	 dice	 (‘D6’)	 with	 only	 1	 exception	 -	 in	 close	 combat,	
average	dice	(‘Dav’)	are	rolled	to	decide	the	distance	of	fall	backs.	
It	will	be	necessary	to	show	the	number	of	hits	a	unit	has	received	by	the	use	of	on-table	
markers.	 The	 type	 of	marker	 can	 be	 of	 the	 players’	 choice.	Markers	 to	 show	weakened	
units	will	also	be	needed.	The	 alternative	 is	 to	use	 a	written	 roster,	which	 can	be	 time-
consuming.	However,	with	rosters	players	will	find	it	harder	to	assess	how	damaged	their	
opponent’s	units	are,	which	some	will	find	more	realistic.	
A	 template	 in	 clear	 plastic	 or	 cardboard	 showing	 angles	 of	 30°	 and	 45°	 will	 be	 found	
useful.	Each	player	will	need	the	normal	expanding	metal	tape	measure.	
	
Measuring	Distances	
In	 general,	 always	measure	 distances	 between	 the	 nearest	 edges	 of	 units	 or	 command	
bases,	unless	the	rules	specify	otherwise.	Pre-measuring	is	allowed.	
	
Pre-Game	Bombardments	
Bombardments	take	place	after	initial	deployment	and	before	the	first	game	turn.	Roll	one	
die	for	each	artillery	battery	which	is	deployed	at	game	start	and	which	has	at	least	one	
enemy	 unit	 in	 range	 and	 in	 LOS.	 Deduct	 1	 if	 the	 nearest	 target	 is	 in	 entrenchments	 or	
within	a	BUA.	 The	number	of	hits	scored	during	the	bombardment	for	each	battery	is	half	
the	modified	roll,	rounded	up.	The	hits	scored	by	each	battery	can	then	be	allocated	to	any	
enemy	 units	 that	 are	 in	 range	 and	 LOS	 of	 that	 battery.	 However,	 no	 enemy	 unit	 may	
receive	more	than	3	hits	during	a	bombardment.	Light	infantry	may	not	receive	more	than	
2	hits. 	
Note	 that	 during	 a	 pre-game	 bombardment	 actual	 line-of-fire	 (LOF)	 is	 not	 required	 –	
artillery	bases	do	not	have	to	be	aligned	correctly	with	their	chosen	targets.	They	just	have	
to	be	in	sight	and	in	range.	
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PLAYING	‘POST	OF	HONOUR’	
	
	
	
TURN	SEQUENCE	
Each	turn	has	five	phases:	
	
1.	Initiative.	The	winner	elects	to	be	side	A	or	side	B.		
2.	Movement.	Side	A	moves	(generals	move	last),	then	side	B	moves	(generals	last).		
3.	Firing.	Simultaneous	fighting.	
4.	Close	Combat.		Simultaneous	fighting.	Initiative	winner	chooses	order	of	combats.	
5.	Generalship	&	Rallying.	Simultaneous.	Generalship	first,	then	rally	checks.	
	
Morale	may	need	to	be	checked	in	the	movement,	firing,	or	close	combat	phases.	
	
	
	
TURN	PHASE	1:	INITIATIVE	
This	is	decided	by	a	simple	opposed	die	roll.	One	D6	is	rolled	per	side,	regardless	of	how	
many	players	are	on	each	side.	Prussia	+1,	France	and	Russia	 -1,	Reichsarmee	 -2.	Other	
nations,	no	modifier.	Re-roll	any	draws.	The	winner	may	elect	to	move	first	or	second.		
Initiative	does	not	affect	firing.	This	is	counted	as	entirely	simultaneous	–	units	which	are	
weakened	during	the	phase	may	return	 fire	at	 full	effect	 in	 that	phase,	and	no	routs	are	
enacted	until	all	firing	is	complete.	
Close	 combat	 is	 also	 counted	 as	 simultaneous,	 but	 each	 discrete	 close	 combat	 is	 fully	
resolved,	including	routs,	before	the	next	is	commenced.	As	the	player	with	the	initiative	
can	choose	the	order	in	which	close	combats	are	fought,	this	may	create	an	advantage	for	
that	player	due	to	the	effect	of	‘routing	hits’	(see	Morale,	p.17).	
	
Personal	Modifiers:	Army	Generals	may	use	 their	quality	rating	 in	order	 to	modify	the	
initiative	roll:	
Dashing	+1;	Dependable,	no	modifier;	Dithering,	-1.	
Apply	these	modifiers	to	the	initiative	roll	at	the	beginning	of	each	turn,	in	addition	to	any	
national	modifier.		
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TURN	PHASE	2:	MOVEMENT	
	
Basic	Movement	

	
Dashing	General:	5-6	=	double	move.	Dithering	General:	1-2	=	out	of	command.	
Only	ever	apply	one	move	deduction.	If	more	than	one	applies	use	the	largest,	

and	then	always	use	the	moving	modifier	when	firing.	
	

Movement	Modifiers	 Formed		
Infantry	

Light		
Infantry	

All	
Cavalry	 Artillery	

March	Column	 +3”	 N/A	 +3”	 N/A	
Charge	 +3”	 +3”	 +6”	 N/A	
Wheel	to	front	(1)	 Free	 Free	 Free	 	

Manhandle	3”	
Any	direction	

	

Move	to	Flank	or	rear	(2)	
Wheel	to	rear	 -½	 Free	 -½	
Formation	Change	(2)	 Full	Move	 Free	 Full	Move	
Difficult	ground	
Obstacles	 -½	 -⅓	 -½	(3)	 -½	(4)	

Roads	 These	affect	limbered	artillery	and	wagons	only.	+3”.	
Limber/Unlimber	(5)	
Mount/Dismount	 N/A	 N/A	 -½	 Field	–	full	move	

Horse	-½	
	
(1)	A	wheel	must	pivot	on	a	front	corner	of	the	unit.	
(2)	No	moves	to	the	flank	or	formation	changes	within	6”	of	enemy	units	whilst	within	
							their	front	sector;	unless	the	moving	unit	is	light	infantry.	
(3)	Cavalry	must	move	through	a	BUA	in	march	column.	
(4)	Artillery	and	wagons	cannot	move	through	a	marsh.	
(5)	Artillery	(horse	or	field)	cannot	fire	in	the	turn	it	unlimbers.	
	
Inferior	 units:	 roll	 a	 D6	 after	 any	 formation	 change,	 movement	 to	 flank	 or	 rear,	 or	
movement	in	an	odd	formation.	On	a	score	of	1-3,	they	take	1	hit	due	to	botched	drill.	Not	
required	for	light	infantry.	
	
Special	Moves	
About	Face:	count	as	formation	change.	
Pivot/Conversion:	 no	 other	 movement	 is	 allowed.	 Regular	 and	 elite	 units	 have	 a	 45°	
maximum;	inferior	units	cannot	attempt	this	manouevre.	
Form,	or	 reform	 from,	an	Odd	Formation:	count	as	a	formation	change.	Movement	in	
these	odd	formations	is	3”	maximum,	unless	all	bases	are	facing	in	the	same	direction.	
Reforming	after	conforming	with	terrain:	count	as	formation	change.	
Dismounting/Mounting:	 simply	replace	mounted	figures	with	 figures	on	 foot	and	vice-
versa.	Dismounted	cavalry	count	as	light	infantry	but	only	have	a	firing	range	of	9”.		
Weakened	 Units:	 these	 units	 cannot	 advance	 towards	 the	 enemy	 unless	 led	 forward	
personally	by	an	attached	general	(Morale,	p.17).	They	may	never	charge.	
Crossing	a	passable	river	or	 ford:	halt	in	the	middle	of	the	river	on	the	first	turn,	then	
move	off	at	half	rate	next	turn.		
Artillery	 in	 entrenchments:	 maximum	 turn	 is	 30°.	 A	 greater	 turn	 takes	 a	 full	 move	
without	firing.	
	

Formed	Infantry	in	line	6”	 Limbered	Field	or	Light	Artillery	&	Wagons	6”	
Light	Infantry	in	any	formation	9”	 Limbered	Horse	Artillery	9”	
Heavy	Cavalry	in	line	or	double	line	9”	 Manhandle	Artillery	3”	
Light	Cavalry	in	line	or	double	line	12”	 Command	Figures	18”	
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Reserve	movement:	 these	 are	 increased	moves	 available	when	out	 of	 contact	with	 the	
enemy.	Units	must	be	more	than	18”	from	enemy	units	throughout,	in	command,	and	in	a	
column	 or	 limbered.	Wagons	 cannot	 use	 reserve	movement.	 No	 road	 bonus	 is	 applied.	
Double	moves	may	not	be	applied.	Units	may	not	fire	or	engage	in	close	combat.	
All	infantry	15”.	All	cavalry	&	Command	figures	24”.	Field	Artillery	12”.	Horse	Artillery	18”.	
	
Charges	
Measure	 the	 charge	 distance	 from	 the	 centre	 front	 point	 of	 the	 attacking	 unit	 to	 the	
nearest	 edge	 of	 the	 target	 unit.	 Artillery	 may	 never	 charge.	 Infantry	 may	 not	 charge	
cavalry.	 Light	 infantry	 can	 only	 charge	 other	 light	 infantry	 or	 artillery.	 Cavalry	 cannot	
charge	 against	 entrenchments	 or	 BUAs.	Weakened	 units	 may	 never	 charge	 or	 counter-
charge,	 even	 with	 an	 attached	 officer.	 Units	 can	 charge	 through	 friends	 only	 if	 those	
friends	are	light	infantry	or	artillery	(limbered	or	unlimbered).			
If	the	 ‘charge’	close	combat	modifier	is	to	be	used,	the	final	6”	of	a	charge	(or	the	whole	
distance	 if	 the	 actual	 move	 is	 6”	 or	 less)	 should	 be	 free	 of	 obstacles,	 not	 over	 difficult	
terrain	or	up	any	hill,	and	should	not	involve	a	wheel	of	more	than	30°.	
Units	can	be	charged	in	flank	or	rear	if	at	least	50%	of	the	charging	unit	starts	its	move	in	
the	appropriate	sector	of	the	target	unit.		
	
Counter-charging:	 counter-charging	 takes	 place	 in	 your	 opponent’s	 turn.	 Only	 cavalry	
may	counter-charge	–	superior	and	regular	cavalry	need	3+	to	counter-charge,	inferior	5+.	
Units	can	counter-charge	enemy	units	which	are	charging	friendly	units	–	if	they	are	closer	
to	 the	 enemy	 unit	 than	 the	 enemy	 unit	 is	 to	 the	 original	 target,	 they	 can	 intercept	 the	
charge	and	prevent	contact	with	the	original	target.	Units	can	counter-charge	if	they	have	
already	 moved,	 but	 only	 up	 to	 a	 maximum	 distance	 of	 6”.	 Units	 out	 of	 command	 are	
allowed	to	counter-charge.	
Charging	 into	 a	 close	 combat	 which	 is	 already	 formed	 is	 done	 in	 your	 own	 turn.	 No	
counter-charge	roll	is	needed.	
	
Evading:	 light	 infantry	must	 evade	when	 charged	by	 any	 formed	unit,	 regardless	of	 the	
terrain	they	occupy.		Otherwise,	light	infantry,	all	cavalry	and	limbered	horse	artillery	may	
try	to	evade	when	a	charge	is	declared.	Other	unit	types	cannot	evade.	A	unit	cannot	evade	
if	it	has	already	moved	this	turn,	unless	it	is	light	infantry	that	is	forced	to	evade	as	above.	
Evaders	can	apply	the	standard	move	deductions	and	end	up	facing	the	enemy;	or	take	1	
hit,	ignore	any	deductions	and	end	up	facing	away	from	the	enemy.	Horse	artillery	always	
takes	the	second	option.		
Interpenetration	during	an	evade	move	is	allowed	–	cavalry	and	horse	artillery	cause	1	hit	
on	the	unit	they	move	through.	Light	infantry	may	fire	as	they	evade,	but	must	always	use	
the	 ‘moved	 over	 half	 a	 move’	 modifier.	 If	 an	 evade	 is	 successful,	 chargers	 must	 still	
advance	a	full	normal	move.		
A	unit	may	only	evade	once	per	turn.		
	
Emergency	 formation	 changes	 when	 being	 charged:	 these	 will	 include	 changing	
formation	or	unlimbering	in	response	to	a	charge,	or	attempting	to	turn	and	face	a	charge.	
They	 will	 occur	 in	 your	 opponent’s	 movement	 phase.	 When	 one	 of	 these	 actions	 is	
required,	roll	a	D6:		
1-2	means	manoeuvre	failed	(the	unit	cannot	fire,	or	fight	in	the	close	combat).		
3-4	means	half	the	unit	succeeds	(use	half	fighting	dice	to	fire	or	in	close	combat).		
5-6	means	all	the	unit	succeeds.		
If	the	unit	is	already	in	close	combat,	a	score	of	3	or	more	means	up	to	half	of	the	unit	may	
fight	the	new	threat.		
Modifiers:	+1	any	light	unit,	-1	inferior.		
If	the	roll	to	face	or	change	formation	succeeds,	the	unit	still	cannot	counter-charge.	Firing	
will	always	use	the	‘moved	over	half	a	move’	modifier.		
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Firing	during	a	charge:	chargers	may	fire	but	will	lose	their	charge	movement	bonus	to	
do	so.	They	will	receive	fire	from	their	target	unit(s)	as	they	charge	in.	Units	from	either	
army	may	fire	in	support	of	their	comrades	as	a	charge	goes	in,	subject	to	an	initial	roll	of	
3+.		All	firing	in	the	movement	phase	is	simultaneous.	
	
Artillery	 being	 charged:	Unlimbered	artillery	being	charged	will	 fire	at	 their	attackers,	
always	counting	as	moving,	and	rolling	to	turn	if	needed	(see	above).	Unless	the	attackers	
fail	to	complete	their	charge,	the	crew	will	then	evade	to	any	friendly	unit	within	6”,	taking	
2	hits	automatically.	The	crew	may	then	re-man	the	battery	 in	a	 later	 turn	 if	 the	enemy	
move	away.	If	nearby	friendly	units	are	not	available,	the	crew	disperse	and	the	artillery	
unit	 counts	 as	 routed.	 Limbered	 artillery	 is	 automatically	 destroyed	 if	 successfully	
charged.	
	
Resolving	 charges:	Once	all	 charge	 firing	has	 taken	place,	apply	morale	effects	straight	
away	(p.17).	Then	for	any	units	that	are	not	routed,	check	below:		

• Charging	 or	 counter-charging	 units	 that	 are	weakened	 cannot	 complete	 their	
charge	and	halt	1”	from	their	targets,	then	roll	for	fall	back	and	take	1	additional	
hit.		

• Target	units	which	on	contact	have	two	or	more	hits	than	any	of	their	opponents	
or	are	already	weakened	immediately	roll	for	fall	back	and	take	1	additional	hit.	

• Any	 winning	 units	 with	 no	 remaining	 opponents	 must	 roll	 for	 pursuit,	 if	
appropriate.		

If,	after	the	above,	there	are	opposing	units	in	contact,	close	combat	will	take	place	in	Turn	
Phase	4	(p.15).	See	p.16	for	the	‘fall	back’	and	‘pursuit’	rules.	
	
Cavalry	Breakthrough	
Any	 type	 of	 cavalry	 encountering	 enemy	 light	 infantry	 or	 artillery	 (limbered	 or	
unlimbered)	in	the	open	can	choose	to	declare	a	breakthrough	move	rather	than	a	charge.	
Cavalry	may	breakthrough	such	units	to	charge	enemy	units	behind.	
As	with	a	charge,	light	infantry	must	evade	unless	they	have	already	moved,	but	can	fire;	
limbered	 horse	 artillery	 can	 try	 to	 evade;	 and	 unlimbered	 artillery	 crews	 can	 fire	 then	
evade	to	a	friendly	unit;	the	latter	do	not	have	to	disperse	if	there	are	no	friends	within	6”.	
Limbered	artillery	is	not	destroyed	if	contacted.		
The	 breakthrough	 move	 is	 then	 attempted.	 There	 is	 no	 move	 deduction	 for	 passing	
through	the	enemy	unit,	and	the	charge	move	bonus	may	be	used.	The	cavalry	must	have	
enough	movement	 to	 end	 up	 at	 least	1”	 beyond	 the	 target	 unit	 or	 units	 –	 if	 this	 is	 not	
possible,	they	complete	a	normal	charge	to	contact.	If	enough	movement	 is	available,	the	
breakthrough	takes	place	and	no	close	combat	occurs.	The	 cavalry	can	roll	their	normal	
number	of	fighting	dice	as	they	move	through	the	defenders,	but	hit	on	a	6	only.		
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Passage	of	units	
Units	may	pass	through	other	friendly	units	but	conditions	may	apply	depending	on	unit	
type	and	formation.	
No	deduction	to	movement	is	made	or	hits	inflicted	if	either	or	both	units	are	light	infantry	
or	artillery	(limbered	or	unlimbered).	Charging	through	friendly	light	infantry	or	artillery	
is	allowed.	
If	cavalry	of	any	type	or	formed	infantry	move	through	each	other,	one	of	the	units	must	
remain	stationary,	whilst	the	other	can	make	a	full	move.	Enough	move	distance	must	be	
available	to	allow	the	units	to	end	up	clear	of	each	other.	The	unit	which	ends	closer	to	the	
enemy	takes	one	hit.	Neither	unit	may	move	or	finish	its	move	within	3”	of	the	enemy.	No	
unit	may	interpenetrate	and	charge	in	these	cases.	
If	a	unit	starts	 its	move	 in	edge	contact	with	a	 friendly	unit	and	is	 facing	 in	 the	same	or	
opposite	direction,	the	units	may	exchange	places,	regardless	of	any	movement	or	terrain	
deductions,	 unless	 either	 or	 both	 units	 are	 in	 march	 column.	 This	 may	 not	 take	 place	
within	3”	of	the	enemy.	
The	-1	firing	modifier	for	moving	over	half	a	move	is	always	applied	if	a	unit	has	moved	
through	another	unit	that	turn.	
	
Terrain	And	Its	Effects	
Gentle	 hills	 have	 no	 effect	 on	movement,	 but	 they	 do	 cancel	 the	 close	 combat	 charging	
modifier.	 ‘Difficult	 ground’	 is	 steep	 hills,	 woods,	 BUAs,	 marsh	 etc.	 ‘Obstacles’	 are	 walls,	
hedges,	 streams,	 etc.	 Formed	 infantry	 and	 artillery	 only	 count	 walls,	 BUAs	 or	
entrenchments	 as	 cover	 from	 fire,	 and	 cavalry	 cannot	 claim	any	 terrain	 items	 as	 cover	
from	fire,	unless	of	course	line-of-sight	(LOS)	is	blocked.		
The	size	of	any	woods	or	BUAs	should	be	clearly	designated	pre-game.	LOS	is	blocked	at	
the	edge	of	a	wood	or	BUA	–	units	must	be	at	the	edge	to	see/be	seen,	or	to	fire	in	or	out.	
Maximum	LOS	inside	woods	and	BUAs	is	6”.	However,	units	in	BUAs	may	be	bombarded	
before	a	game	or	fired	at	during	a	game	by	artillery	using	roundshot	even	if	enemy	units	
are	not	visible	at	the	edge	–	a	modifier	of	-1	per	fighting	die	is	applied.	
Other	LOS	issues	can	be	decided	by	mutual	agreement.	Individual	houses,	trees	etc.	may	be	
placed	to	dress	the	table	but	have	no	effect	on	game	play.	Class	your	rivers	as	passable	or	
impassable.	Crossing	a	ford	counts	as	crossing	a	passable	river	(see	p.8).	
	
Optional	Low	Hills	Rule:	low	hills	obscure	LOS.	They	have	no	effect	on	movement,	charge	
bonuses	or	any	other	game	play.	They	do	not	enable	overhead	firing.	
	
Opportunity	Fire		
This	 usually	 occurs	 during	 the	 movement	 phase.	 It	 may	 occasionally	 happen	 that	 an	
enemy	unit	has	entered	the	firing	zone	of	one	of	your	units,	then	moved	out	of	it	without	
you	having	any	chance	at	all	to	fire.	In	these	cases,	you	can	claim	opportunity	fire,	at	the	
point	where	the	enemy	was	an	available	target.	Use	the	normal	rules,	but	an	initial	roll	of	
3+	must	be	made	first,	as	with	supporting	fire	during	charges.	
This	rule	doesn't	apply	if	you	shot	at	an	enemy	unit	last	turn,	then	this	turn	they	moved	
out	of	range.	In	that	situation	you	have	already	had	a	chance	to	shoot	at	that	unit.	
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Optional	‘Processional	Deployment’	Rule:	This	rule	is	a	very	basic	way	of	representing	
some	 of	 the	 frustrations	 of	 manoeuvring	 a	 ‘linear’	 army.	 Under	 the	 normal	 rules	 a	
formation	change	allows	you	to	rearrange	the	bases	into	the	new	formation	as	convenient.	
The	 ‘processional	 deployment’	 rule	 requires	 units	 to	 deploy	 to	 the	 left	 or	 right	 of	 the	
leading	base	when	changing	from	march	column	to	line,	and	behind	the	left	or	right	hand	
base	 when	 changing	 from	 line	 to	 march	 column,	 assuming	 in	 both	 cases	 that	 the	 unit	
wants	to	continue	 to	 face	 in	 the	same	direction.	Adapt	the	principle	as	 illustrated	 to	the	
size	and	basing	of	the	units	you	are	using.		
The	 thin	arrows	 indicate	how	the	bases	of	 the	units	are	moved	on	 the	wargaming	 table,	
not	the	way	the	actual	troops	would	have	manoeuvered.		
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
The	 bold	 arrows	 indicate	 the	 intended	 direction	 of	 facing	 or	 advance.	 To	 deploy	
rearwards,	 a	 column	would	 have	 to	 about	 face,	 then	 deploy	 into	 line	 from	 there	 (1	 full	
turn).	 A	 line	would	 have	 to	 deploy	 into	 column	 (as	 in	2	 above),	 then	 about	 face,	 again	
taking	1	full	turn.	In	the	latter	case,	an	alternative	is	to	turn	left	or	right	into	column,	then	
move	off	by	wheeling	to	the	rear	as	a	‘snake’.	
If	terrain	or	other	units	prevent	the	correct	use	of	the	above	rule,	the	unit	concerned	takes	
1	hit	if	it	still	decides	to	change	formation.	
	
	
	
	
	
	
	
	
	
	
	

OR	

1.	Unit	of	4	square	bases	moving	
into	line	from	march	column	

2.	Unit	of	4	square	bases	moving	
into	march	column	from	line	

OR	
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TURN	PHASE	3:	FIRING	
Infantry	 can	 fire	 30°	 left	 or	 right	 of	 straight	 ahead.	 Artillery	 fires	 a	 base	width	 straight	
ahead.	 Friends	 within	 1”	 of	 the	 edge	 of	 the	 artillery	 fire	 zone	 prevent	 canister	 fire.	
Mounted	cavalry	of	any	type	cannot	fire.	Ranges	are:	
	

Formed	infantry	9”	 Light	infantry	12”	 	Dismounted	cavalry	9”	
Field	artillery	48”	(canister	18”)	 Light	or	Horse	artillery	36”	(canister	12”)	

	
Roll	the	appropriate	number	of	fighting	dice	according	to	unit	type	and	formation:	

• Formed	infantry	units	in	line	fire	with	a	maximum	of	4	D6.	
• Light	infantry	units	(including	dismounted	cavalry)	fire	with	a	maximum	of	2	D6.		
• Any	infantry	in	march	column	fire	with	1	D6.		
• Unlimbered	artillery	fires	with	2	D6.	

	
If	 obstacles	 in	 the	 line	 of	 fire	 or	 the	 angle	 of	 firing	 prevent	 the	 whole	 unit	 from	 firing	
effectively,	reduce	the	number	of	dice	thrown	from	the	maximum,	in	proportion.	Obstacles	
may	include	friendly	units,	which	may	partially	block	LOF	and	reduce	the	number	of	dice	
available	in	the	normal	way.		
Target	formation	is	not	a	factor	for	firing.	
	
A	modified	score	of	4+	causes	a	hit.	A	1	always	misses,	regardless	of	modifiers.	If	a	roll	of	
more	than	6	is	needed,	use	half	the	normal	number	of	dice	(rounding	up),	hitting	on	a	6.	
	
	
									
														
									
	
	
	
						*Artillery	units	deduct	if	they	have	moved	any	distance	at	all,	including	unlimbering.			
								Always	deduct	if	more	than	1	move	deduction	applies	during	movement.		
								Always	deduct	if	the	unit	fell	back	or	pursued	in	the	previous	turn.		
								Always	deduct	after	interpenetration.	
						**If	firing	roundshot	within	canister	range,	ignore	both	these	modifiers.	
	
Record	 hits	 either	 on-table	 next	 to	 the	 unit,	 or	 using	 a	 roster.	 After	 all	 the	 firing	 in	 a	
particular	phase	is	complete,	apply	morale	effects	(p.17).	
	
Target	priorities:	normally	units	must	shoot	at	the	nearest	enemy.	However,	a	unit	must	
split	its	fire	if	any	part	of	2	or	more	valid	targets	are	within	the	firing	zone	and	the	range	
difference	 between	 them	 is	 3”	 or	 less	 for	 infantry	 fire,	 or	 9”	 or	 less	 for	 artillery	 fire.	
Allocate	fighting	dice	by	agreement	or	dice	roll.		
	
Firing	overhead:	this	is	only	allowed	to	artillery	firing	from	higher	ground	or	firing	at	a	
target	 on	 higher	 ground.	 No	 friendly	 units	 are	 allowed	within	 6”	 of	 the	 guns	 or	 target.	
Overhead	fire	is	not	possible	when	using	canister.	Firing	over	a	BUA	or	wood	to	or	from	a	
hill	is	allowed,	but	with	6”	of	dead	ground.	
	
Optional	 howitzer	 rule:	 Any	 battery	 entirely	 of	 howitzers	 or	 gun/howitzers	 can	 fire	
overhead	on	 level	ground,	with	an	additional	 -1	modifier	 for	 lack	of	LOS.	The	normal	6”	
safety	distances	for	overhead	fire	also	apply.	Fire	into	the	dead	ground	behind	woods	or	
BUAs	is	also	allowed,	with	the	same	-1	modifier.	
	
	

Moved	over	half	a	move	-1*	 Target	in	cover	-1	
Superior	+1	 Target	light	infantry	-1	
Inferior	-1	 Artillery	outside	canister	range	-1**	
Weakened	-1	 Canister	+1**	
Firing	at	enemy	flank	or	rear	+1	 	
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Firing	through	light	infantry:	firing	through	friendly	light	infantry	is	never	allowed.	
Artillery	roundshot	and	canister	fire	may	be	aimed	to	pass	through	enemy	light	infantry	
and	hit	formed	targets	behind.	The	firer	must	clearly	declare	this	intention.		
Small	arms	 fire	always	hits	the	 light	 infantry	unless	 they	are	 less	 than	3”	 in	 front	of	 the	
formed	units	they	are	protecting.		
When	 firing	 through	 light	 infantry	 at	 formed	 targets	 behind,	 the	 -1	modifier	 for	 ‘target	
light	infantry’	is	never	applied.	Allocate	any	hits	scored	by	die	roll:		
Canister	or	small	arms:	1-2	=	light	infantry,	3-6	=	formed	troops.		
Roundshot:	1	=	light	infantry,	2-6	=	formed	troops.	
	
Artillery	Grazing	Fire:	grazing	fire	can	take	effect	up	to	12”	behind	the	front	edge	of	the	
original	target	unit,	against	units	in	the	line	of	fire	of	the	firing	battery.	It	cannot	take	effect	
outside	the	maximum	range	of	the	firing	guns.	It	does	not	apply	to	canister.		
Obstacles	or	difficult	ground	(except	hedges,	fences	and	woods)	block	grazing	fire.	Rivers	
and	hill	 crest	 lines	also	block	grazing	 fire.	Grazing	 fire	cannot	be	used	when	 firing	at	or	
from	a	steep	hill.		
For	the	second	target,	only	those	dice	that	hit	successfully	against	the	original	target	can	
be	re-used	for	grazing	fire.	Roll	the	available	number	of	fighting	dice,	and	score	hits	in	the	
normal	way.	Then,	only	dice	that	caused	hits	against	the	second	target	may	be	re-used	on	
the	third,	and	so	on.	
	
Opportunity	 Fire:	This	usually	occurs	during	 the	movement	phase.	 It	may	occasionally	
happen	that	an	enemy	unit	has	entered	the	firing	zone	of	one	of	your	units,	then	moved	
out	 of	 it	 without	 you	 having	 any	 chance	 at	 all	 to	 fire.	 In	 these	 cases,	 you	 can	 claim	
opportunity	fire,	at	the	point	where	the	enemy	was	an	available	target.		
Use	the	normal	rules,	but	an	initial	roll	of	3+	must	be	made	first,	as	with	supporting	fire	
during	charges.		
This	rule	doesn't	apply	if	you	shot	at	an	enemy	unit	last	turn,	then	this	turn	they	moved	
out	of	range.	In	that	situation	you	have	already	had	a	chance	to	shoot	at	that	unit.	
	
Firing	Through	A	Gap:	As	a	rule	of	thumb,	the	minimum	gap	between	friendly	units,	or	
between	 friendly	 troops	 and	 terrain,	 through	 which	 it	 is	 possible	 to	 fire	 will	 be	 3”.	
Situations	will	differ,	so	the	number	of	dice	available	and	the	use	of	each	particular	gap	is	
left	to	agreement	between	players.	
Note	the	optional	howitzer	rule,	and	the	required	extra	width	for	canister	fire	(p.13).	
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TURN	PHASE	4:	CLOSE	COMBAT	
In	 this	phase	opposing	units	 that	are	 in	 contact	 following	 a	 charge	 or	pursuit	 engage	 in	
close	combat.	Close	combat	represents	a	variable	mix	of	hand	to	hand	fighting,	very	close	
range	musketry,	and	the	morale	effect	of	close	proximity	with	the	enemy.	Close	combats	
are	resolved	in	one	turn,	and	a	unit	may	only	engage	in	one	close	combat	per	turn.	A	single	
close	combat	may,	however,	have	more	than	one	round	(see	below).	Sometimes	a	pursuit	
move	may	mean	that	a	continuing	close	combat	on	new	ground	between	the	same	units	
may	be	fought	in	the	next	turn.	
	
Fighting	a	close	combat:	close	combat	fighting	is	simultaneous.	A	close	combat	may	last	
for	more	than	one	round	within	a	single	turn.	In	each	round,	roll	the	appropriate	number	
of	fighting	dice	for	each	unit	involved	according	to	unit	type	and	formation:	

• Formed	infantry	units	in	line	–	maximum	of	4	D6.	
• Light	infantry	units	(including	dismounted	cavalry)	-	maximum	of	2	D6.		
• Heavy	and	light	cavalry	in	line	or	double	line	–	maximum	of	4	D6.		
• Any	infantry	or	cavalry	in	march	column	–	maximum	of	1	D6.		
• Artillery	does	not	engage	in	close	combat.	

If	 only	 a	 portion	 of	 a	 unit	 is	 in	 contact,	 reduce	 the	 number	 of	 dice	 thrown	 from	 the	
maximum	in	proportion.		However,	a	single	die	may	be	added	for	any	overlaps	of	25%	or	
more.	 Adjacent	 units	 in	 contact	 with	 the	 attacking	 or	 defending	 units	 can	 count	 as	
overlaps.	
	
Apply	the	modifiers	below	to	each	die	roll.	A	modified	score	of	4+	causes	a	hit.	A	roll	of	1	
always	fails	regardless	of	modifiers.	If	a	roll	of	more	than	6	is	needed,	use	half	the	number	
of	dice	(rounding	up),	hitting	on	a	6.	Add	any	close	combat	hits	to	the	number	of	hits	the	
target	unit	already	has.	
	

Charging/Counter-charging/Pursuing	+1*	 General	attached	+1	
Superior	+1	 Weakened	-1	
Inferior	-1	 Light	unit	vs.	heavy	or	line	-1	

												*1st	round	only.	Not	applied	if	the	enemy	are	defending	an	obstacle,	difficult	
														ground	or	a	gentle	hill.	
	
After	 one	 round	 of	 close	 combat:	 compare	 the	 total	hits	of	each	of	 the	units	 involved	
(including	all	hits	already	incurred	by	the	unit	before	the	close	combat).	Units	with	fewer	
hits	than	their	opponent	have	won,	units	with	more	hits	than	their	opponent	have	lost,	and	
units	with	equal	hits	have	drawn.	Check	the	table	below	for	subsequent	actions.	
	
Close	Combat	Result	 Actions	Required	

Loser	 Fall	Back.	Take	1	additional	hit.	
Winner	 Occupy	opponent’s	ground	then	roll	for	Pursuit.	

Draw	

If	 one	 unit	 is	 of	 lower	 quality,	 it	 must	 Fall	 Back	 and	 take	 1	
additional	hit.	The	opposing	unit	is	the	winner.	If	quality	is	equal	
and	 both	 units	 are	weakened,	both	 Fall	 Back	with	 no	 additional	
hits.	 Otherwise,	 fight	 further	 rounds	 of	 close	 combat	 until	 the	
draw	is	resolved.	

	
Multiple	 close	 combats:	where	a	unit	is	in	contact	with	more	than	one	enemy	unit	it	 is	
possible	that	it	will	win	or	draw	against	one	unit	and	lose	to	another.	In	these	cases,	the	
loss	takes	priority	–	a	unit	counts	as	having	lost	in	close	combat	even	when	it	is	in	contact	
with	more	than	one	enemy	unit	and	has	lost	to	only	one	of	them.	See	figure	6	for	examples	
and	an	explanation	of	multiple	close	combat.	
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Falling	 Back:	 Fall	 back	moves	 are	 2	 Dav”	 for	 infantry,	 or	 2	 Dav+3”	 for	 cavalry.	 A	 unit	
falling	back	automatically	takes	1	additional	hit,	unless	a	draw	has	 taken	place	and	both	
units	are	 falling	back.	Units	 falling	back	stay	 in	the	same	 formation	and	continue	 to	 face	
the	enemy.	If	friendly	units	are	obstructing	a	fall	back	move,	such	units	can	either	fall	back	
as	 well	 (up	 to	 the	 same	 distance	 as	 the	 original	 unit),	 or	 can	 be	 passed	 through	 (if	
necessary	 extending	 the	 fall	 back	move	 the	minimum	needed	 to	 end	 clear).	 The	 player	
owning	the	falling	back	units	chooses	which	option	to	take.	In	either	case,	the	obstructing	
unit	or	units	each	take	1	hit.	
Fall	back	moves	are	not	normally	affected	by	 terrain	or	other	move	deductions	 -	always	
move	the	unit	the	specified	distance.	However,	units	falling	back	that	meet	enemy	units	or	
impassable	 terrain	will	 rout,	 unless	 the	 enemy	are	 light	 infantry,	 in	which	 case	 they	 can	
move	through	but	receive	fire	using	the	normal	rules.	If	a	fall	back	move	takes	more	than	
half	of	a	unit	over	the	table	edge,	that	unit	counts	as	routed.	
	
Choosing	to	leave	a	close	combat:	at	the	end	of	the	first	round	of	close	combat	or	at	the	
end	of	any	subsequent	round,	units	can	choose	to	voluntarily	leave	a	close	combat	if	they	
have	not	already	been	forced	to	do	so	by	the	close	combat	result.	They	must	roll	for	fall	
back	 as	 normal,	 then	 follow	 all	 the	 usual	 procedures	 for	 falling	 back.	 Their	 opponents	
occupy	their	ground	then	roll	for	pursuit	under	the	normal	conditions.	
	
Routed	units:	if	at	any	time	during	the	close	combat	one	side	routs,	the	unit	is	removed	as	
normal.	
	
Pursuit:	check	for	pursuit	even	if	the	opposing	unit	routs	and	is	removed.	A	unit	cannot	
pursue	 if	 it	 is	 weakened	 or	 is	 not	 entitled	 to	 charge	 its	 opponent.	 A	maximum	 of	 two	
pursuits	per	turn	are	allowed	for	any	unit.	Squares	do	not	pursue.	
Roll	a	D6:		
1-2	do	not	pursue.		
3-4	may	choose	to	pursue	or	halt.		
5-6	must	pursue	a	full	move.		
Modifier:	any	infantry	-1,	unless	in	assault	column.		
A	pursuit	move	is	a	normal	move	only	(i.e.	without	the	charge	movement	bonus),	but	does	
count	 as	 a	 charge.	 Normal	 movement	 deductions	 apply.	 Pursuers	 cannot	 be	 fired	 on.	
Pursuers	 will	 always	 halt	 at	 the	 table	 edge.	 If	 no	 contact	with	 the	 enemy	 is	 made,	 the	
pursuit	has	ended.	
If	pursuit	occurs	after	a	close	combat	and	contact	with	the	same	unit	is	maintained,	this	
counts	as	a	continuing	close	combat	–	no	charge	resolution	is	needed.	Any	continuing	close	
combats	are	fought	in	the	next	turn.	If	a	new	unit	is	contacted,	carry	out	charge	resolution	
in	this	turn	but	again	fight	any	new	close	combats	in	the	next	turn.	
If	pursuit	occurs	after	a	charge	resolution	and	contact	with	the	originally	pursued	unit	
is	made,	fight	a	close	combat	this	turn.	If	contact	with	a	new	enemy	unit	is	made,	carry	out	
charge	resolution	and	fight	any	resulting	close	combats	in	this	turn.	
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MORALE	
Hits	are	inflicted	on	a	unit	mainly	by	firing	or	close	combat,	but	can	also	be	received	as	a	
result	of	interpenetration,	evading,	manoeuvring,	and	nearby	units	routing.	In	this	section	
‘hits’	refers	to	hits	received	by	any	of	these	means.	
	
Weakened	units:	units	count	as	weakened	when	they	have	the	following	number	of	hits:	
Superior	unit:	5	or	more	hits.	
Regular	unit:	4	or	more	hits.	
Inferior	unit	3	or	more	hits.	
Weakened	units	cannot	advance	towards	the	enemy	unless	led	forward	personally	by	an	
attached	general.	Weakened	units	can	never	charge	or	counter-charge,	even	 if	 they	have	
an	attached	general.		
It	is	recommended	that	weakened	units	receive	a	distinctive	marker.	
	
Routed	units:	units	are	routed	when	they	have	the	following	number	of	hits:	
Superior	unit:	8	or	more	hits.	
Regular	unit:	7	or	more	hits.	
Inferior	unit:	6	or	more	hits.	
Routed	units	are	immediately	removed	from	the	table.	Any	friendly	units	within	6”	and	in	
sight	take	1	hit	(called	a	‘routing	hit’),	or	2	hits	if	half	or	more	of	the	unit	would	have	been	
passed	through	during	the	router’s	initial	retreat.	The	initial	retreat	is	normally	taken	to	
be	a	move	of	6”	within	the	sector	of	the	routing	unit	opposite	to	that	from	which	hits	were	
last	 received;	 in	 awkward	 situations	 it	may	 be	 necessary	 for	 players	 to	 agree	 the	most	
likely	line	of	retreat.		
If	more	than	1	unit	routs	within	6”	in	the	same	turn,	a	unit	takes	a	hit	from	each	routing	
unit.	Generals	cannot	be	rendered	hors	de	combat	by	routing	hits.	Generals	attached	to	a	
routing	unit	remain	on	the	table	and	are	moved	back	6”	along	the	line	of	initial	retreat.	
Any	unit	that	reaches	its	rout	number	as	a	result	of	routing	hits	also	routs	as	normal,	and	
causes	hits	in	turn	to	other	units	within	6”.	This	process	continues	until	no	more	units	are	
routed.	Units	may	of	course	also	become	weakened	as	a	result	of	routing	hits.	
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TURN	PHASE	5:	GENERALSHIP	&	RALLYING	
Generalship:	 conclude	 this	 aspect	 of	 the	 phase	 first.	 Generals	 within	 9”	 can	 attach	
themselves	to	units	in	this	phase	even	if	they	have	already	moved	this	turn	or	are	already	
attached	to	another	unit.	They	must	then	stay	with	 the	unit	 they	attach	to	until	 the	next	
Generalship	&	Rallying	phase.	Generals	wishing	to	detach	themselves	from	units	can	do	so	
in	this	part	of	the	phase,	but	cannot	then	be	effective	in	the	subsequent	rallying	process.	
	
Rallying:	a	unit	can	roll	to	rally	off	hits	if	either	of	the	following	two	conditions	apply:	

1. The	unit	is	currently	more	than	9”	from	all	enemy	units,	or	any	enemy	units	9”	
or	less	away	are	out	of	LOS	or	LOF	of	the	unit.	Friendly	troops	are	considered	
to	block	both	LOS	and	LOF	for	this	purpose.	

2. The	unit	has	a	general	attached	in	any	circumstances.	
Such	units	may	remove	1	hit	in	this	phase	if	they	roll:		
Superior	3	or	more.	
Regular	4	or	more.	
Inferior	5	or	more.		
If	a	6	is	rolled,	2	hits	can	be	removed	from	any	class	of	troops.	
If	conditions	1	and	2	both	apply	to	a	unit,	1	hit	is	removed	automatically,	following	which	a	
successful	roll	as	above	can	remove	further	hit,	or	2	hits	on	a	roll	of	6.		
If	the	Army	General	is	attached	in	any	situation,	the	unit	may	roll	2	rally	dice.	
The	last	2	remaining	hits	on	any	unit	may	never	be	rallied	off.	No	more	than	3	hits	can	be	
rallied	 off	 in	 a	 single	 rally	 phase.	 Units	 cannot	 rally	 off	 hits	 whilst	 in	 contact	 for	 close	
combat.	
	
Replacing	Generals:	Generals	who	have	been	rendered	hors	de	combat	can	be	replaced	in	
this	phase	on	a	roll	of	4	or	more.	The	replacement	general	is	not	effective	in	the	rally	phase	
during	which	he	 takes	over	command.	 If	the	point	the	original	general	 fell	 is	overrun	by	
the	 enemy	 before	 his	 replacement	 is	 available,	 no	 replacement	 takes	 place	 –	 staff	 and	
deputies	are	 assumed	 to	have	 surrendered.	Roll	 for	 the	quality	 of	 replacement	 generals	
using	the	usual	table	for	that	army,	but	re-roll	any	‘dashing’	results.	
	
WINNING	AND	LOSING	THE	GAME	
Losing	half	or	more	of	your	units	loses	you	the	game.	Routed	units	and	Army	Generals	that	
have	 been	 removed	 count	 as	 a	 full	 unit	 lost,	 weakened	 units	 and	 removed	 Brigadier	
Generals	count	as	half	a	unit	lost.	
Objectives	(crossroads,	hills,	BUAs	etc.)	can	be	designated	pre-battle,	and	allocated	a	value	
in	units.	If,	at	the	end	of	a	turn,	a	player	has	taken	or	re-taken	an	objective,	their	opponent	
counts	as	having	permanently	lost	the	corresponding	number	of	units.	
	
Objective	 markers	 (optional):	 Place	 an	 objective	 marker	 in	 or	 on	 any	 terrain	 piece	
chosen	as	an	objective.	The	objective	 is	 taken	when	one	side	has	a	unit	within	3”	of	 the	
marker	whilst	there	are	no	enemy	units	within	6”	
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NOTES TO THE RULES	
 
General 
These rules are designed for those who might prefer a relatively straightforward and lightweight game 
which still represents the basic realities of 18th century warfare.  
The rules were written with 25-30mm figures in mind. The only differences when playing with 
smaller figures are the changes in game distances.  
Scales: assume 1 turn = 10 minutes. For the 25-30mm game, a rough ground scale is 6” = 100yards. 
This becomes 4” = 100yards for the 15-20mm game, and 6cm = 100yards in the 6-10mm game. 
I use the word ‘army’ in the rules to cover the total forces in use by each player, regardless of how 
few or how many units there are, by way of a wargaming tradition. 
Hits in these rules should be taken to represent not only actual casualties, but also the disorder, 
confusion and fear caused by combat. 
 
Troops, Units and Armies 
Basing should not be a problem – only 2 basic formations need to be represented, so use your 
current basing to form units as it best suits you. See Figs. 1 to 3. My own preference is for relatively 
small units in 28mm - infantry units of 16 figures and cavalry units of 8 figures. For those who like 
bigger units, I think 24 figures makes a good size regardless of what size figures you are using. 
Having cavalry units with half the number of figures as infantry units usually works well. 
The author is well aware that in ‘real life’ the size of battalions, regiments and batteries varied 
significantly according to national organisation, the problems of recruitment, and the effects of 
active service. However, having infantry, cavalry and artillery units of a standard size is part of the 
simple nature of the rules – all units take a set number of hits before being routed, and have standard 
numbers of fighting dice. 
When wargaming an historical battle, I would suggest a range of between 400 and 800 men in an 
actual infantry unit can be represented by a standard SotE unit, and the same with a cavalry unit of 
between 300 and 500 troopers. If players wish to represent particularly small units (say, an under 
strength French battalion of 250 men), 2 or more of these should be combined to form a standard 
sized unit. Particularly large historical units (for example a full strength Austrian battalion with 1,100 
men) can be split into two standard gaming units if felt necessary. If the above suggestions don’t 
create the proper balance of strength, the number of battalions available to each side can be adjusted 
as required. 
Units can fight ‘back to back’ and fight with some dice in each direction as decided by the owning 
player. This will count as a formation change. 
Artillery battery frontages could vary widely, depending mainly on the spacing chosen between the 
guns. My suggestions for their on-table size are therefore just that – suggestions only. I use artillery 
bases half the width of my formed infantry battalions in line. 
Troop quality can be used to differentiate between units within a troop type – for example, 
cuirassiers and dragoons are both heavy cavalry, but cuirassiers will typically be classed superior 
whilst dragoons will be regular. I use the guidance from Honours of War to decide troop classes for 
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SYW armies. Players will find that the difference between classes is significant – in particular, 
inferior troops will fall to bits very easily. Most of the troops in any army should be ‘regular’. 
 
Command and Control 
The only effect of Dithering and Dashing brigadiers is on the potential movement of their brigades. All 
other abilities are kept the same for simplicity. In this context it is worth noting that Ditherers may be 
courageous and liked by their men, whilst Dashers may be skilled generals but might lack other 
qualities.  
Rating a brigadier dithering or dashing can be a simple judgement on his quality as a commander, or it 
may represent the overall attitude or quality of the brigade – perhaps a well-trained and keen brigade 
of veteran troops, or a tired collection of reluctant allies. 
 
Terrain 
Fine distinctions between various forms of cover are not made in these rules. This is a compromise to 
keep the rules simple. Think of BUAs as woods - treat them as such when setting up and playing. Like 
woods, they can be any shape and size, but provide cover for formed troops, which woods do not.  
Obstacles and difficult ground serve to cancel charge bonuses, but note that they may not count 
against firing in certain circumstances – see the ‘Firing’ section further on. 
 
Initiative and Turn Sequence 
The initiative roll enables the better or worse overall command system of various armies to be 
represented in a very simple way, by applying the appropriate modifiers. 
With firing in particular, players may find it convenient to resolve the fire of both sides in one 
particular firefight before proceeding to the next. If one side completes all their firing before the other 
side starts, it will be necessary to note which units only became weakened or routed due to fire on 
this turn, and thus can return fire at the appropriate level – taking into account that all firing is 
simultaneous. 
 
Movement 
Before moving any units, make sure you check whether they are ‘in command’ or not. Command 
figures are moved last in the movement phase, into the most advantageous position for the next turn. 
In all manoeuvres, no part of a unit may move further than the allowed distance.  
Movement forward can be anywhere within a unit’s front sector, so the ability to ‘incline’ is allowed 
for. ‘Moving to flank or rear’ simply means sliding sideways or going backwards within your flank or 
rear sector – for example, line infantry can shuffle to their flank 3”.  
March columns are mandatory for crossing a ford or bridge, and where a road must be followed 
through terrain (typically through a BUA). They may also be needed occasionally to thread through any 
narrow gap. Mounted cavalry can only move off-road through a BUA when in march column. Note 
that march columns can fight (including charging), but only with 1 die. Thus they have little fighting 
value, but if that desperate charge across a bridge or along a village street is required, it can at least 
be attempted. 
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Inferior units are assumed to have poor drill, so to provide a bit of flavour tricky manoeuvres are 
subject to a ‘cock-up factor’, with a 50-50 chance that things go wrong and disorder results.  
Light infantry of all classes can move very freely. 
A ‘pivot/conversion’ is a wheeling or rotating movement which does not pivot around the front corner 
of a unit, but around a point within the unit. This was hard to do and so is severely limited.  
When dashing leadership results in 2 moves being available, it is usually best to treat each move 
separately. For example, it is allowed to move the first move, then move other units if required, then 
come back to the original unit and complete its second move. 
Note the rule that only one move deduction is ever applied. For example, line infantry moving to its 
rear over difficult ground only deducts half its move, and so has a maximum move of 3”. This is both 
to aid simplicity and avoid very short moves that impede game play. Also note that whatever distance 
the unit in my example moved (even say 1”), it would always apply the -1 moving modifier when firing, 
as a quid pro quo for not using both move modifiers at once. 
I recommend only light cavalry and dragoons be allowed to dismount. 
Artillery in entrenchments or redoubts may only turn 30° and still fire in the same turn. If they need 
to turn through a greater angle they may not fire that turn. This represents the cramped conditions 
pertaining in entrenchments and the difficulty of re-aligning the guns. 
Crossing an obstacle or moving through difficult ground when charging is allowed (providing of course 
the chargers still have enough movement distance to reach their target) but this cancels the charging 
modifier if the terrain is in the last 6” of movement. 
The interpenetration rules are designed to allow you to swap units of troops from the front line to the 
rear before they get too badly shot up. This is worth taking advantage of.  
On occasion a fair amount of firing may take place during a charge – the results of this on morale 
should be assessed straight away and may result in the chargers or the charged (or even both) routing 
or becoming weakened before contact is made. 
The ‘Cavalry Breakthrough’ rule tries to avoid cavalry being unrealistically held up by light infantry or 
artillery in the open, and represents their ability to just ride through such units if they time it right. 
Artillery crews are allowed to stay with their batteries as the cavalry aren’t hanging around to 
destroy guns or sabre gunners. Also, as the cavalry are only ‘passing through’, their ability to cause 
significant casualties is much reduced. 
 
Firing 
The relatively narrow firing arcs, especially for artillery, are designed to make complex target priority 
rules unnecessary. For artillery, the need to move the guns in order to change targets creates some 
interesting game play. If it seems odd at first, stick with it – and don’t forget to move those guns! 
Most SYW infantry battalions had light ‘battalion guns’ attached. In the interests of simplicity Post 
of Honour has no particular provision for such weapons and simply assumes their presence. Separate 
light batteries are represented by light artillery units, with the movement of field guns but the ranges 
of horse artillery. Attaching one such battery to each infantry brigade is a way of representing the 
separate effect of battalion guns, if desired. 
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Many rules forbid firing by charging units, but the close range volley followed by a charge was 
definitely a tactic in this period – one particularly favoured by the British. Chargers firing will have to 
sacrifice their 3” charge move bonus. 
Formed infantry and artillery are not allowed to claim woods, hedges and fences as cover, to 
represent the fact that they have to stand up in a formed way behind or within such cover to 
function, and therefore will gain little or no advantage from it. Light infantry can function whilst 
taking full advantage of any cover they find – but note they fight with only 2 dice as opposed to 4 
for line infantry. Cavalry don’t get to claim any cover at all as they will always be both mounted and 
maintaining formation in order to function – unless of course they can position themselves out of 
LOS. 
The deductions for cover and the target being light infantry are cumulative – light infantry in cover 
claim a -2 deduction. The deduction for moving over half a move applies to the allowed move – i.e. if a 
unit’s maximum move is 3” due to terrain, it will deduct if it moves more than 1½”. But note also that 
if 2 move deductions would apply, and one is ignored as per the movement rules, the -1 modifier is 
always used. The +1 modifier for firing into an enemy flank or rear sector represents the greater 
disruptive and morale effect of such fire, not an increased number of actual casualties. 
The longer range of light infantry represents them taking more trouble to aim properly, and assumes 
at least a bit of specialist training. I do not differentiate between riflemen and light infantry with 
smooth-bore muskets. As usual, simplicity is the fundamental reason. The longer range of riflemen 
was at least partly negated by a slower rate of fire when judging overall effect. However, those 
wanting to represent rifle range are recommended to use an 18” range for such weapons in the 
standard game. 
Artillery maximum ranges may seem quite short in relation to infantry and canister ranges, but 
effective ranges (at which the enemy could be seen, identified and effectively engaged in battle 
conditions) were shorter than many wargamers think. Horse artillery is disadvantaged in range to 
make it distinct from field artillery, without specifying actual gun types or weights. The rules are 
intended to make fire at canister range quite deadly, and thus distinct from normal artillery firing. I 
have left out howitzers purely for simplicity, but note that entrenchments and BUAs (the classic 
targets for howitzers) are not classed as giving exceptional cover, so things tend to balance out. 
Imagine a proportion of your field artillery are howitzers if you wish, but note the optional rule if 
batteries purely of howitzers need to be represented. 
‘Grazing fire’ covers the effects of artillery roundshot bouncing along after its first contact with the 
ground, in a series of ricochets or ‘grazes’. This often caused significant casualties to units behind 
the original target, an effect well known to contemporary gunners and an important part of SYW 
artillery tactics. Its effects can of course be avoided by having your second line at least 12” behind 
the first. A good separation between successive lines was a tactic in most SYW era battles. 
Some gamers may wonder why there is no deduction for firing at artillery units, which are normally 
considered to be dispersed targets rather like skirmishers. Counter-battery fire in particular is 
commonly dismissed as a waste of ammunition. The problem is, battle accounts make it clear that 
such fire commonly occurred and could be effective – neutralizing enemy artillery was a common job 
for one’s own artillery. I think the answer here has a couple of threads. Artillery crews couldn’t 



	 23	

perform their task whilst taking cover in the same way as skirmishers could, and so there is the 
suppressive effect of counter battery fire to take into account, even if actual casualties don’t occur. 
Then there is the presence of all those limbers, caissons and horses which tends to negate the idea of 
a dispersed target. Hence in SotE there is no deduction for firing at deployed artillery. 
The 3+ initial roll for opportunity fire, and supporting fire during a charge, represents an allowance 
for the more fleeting nature of such shooting. 
Mark hits in your preferred way – I use green ‘tiddly-winks’ or small 7mm D6s, but there are of 
course a wide range of options. Using rosters can be time consuming but they can be used to 
represent the fact that your opponent probably wouldn’t be sure of how much damage he had inflicted 
on each of your units. 
 
Close combat 
Military analysts tend to agree that actual hand-to-hand fighting was rare in this period, in particular 
between infantry. Usually, one side ran away before contact. However, in a wargaming context, we 
need to work out which side will be the one to run, and as close combats can be crucial moments in a 
game I feel a suitably satisfying process is required involving multiple die rolls. The close combat rules 
might therefore be representing actual fighting (even if this is really very close range musketry), or 
simply a retreat due to one side’s will to resist collapsing. Close combats only last for a single turn. 
The result of a close combat is decided by the relative damage (hits) each side has suffered. All the 
hits that have accumulated on a unit so far are used in the calculations, so you don’t have to worry 
about recording close combat hits separately. This means that preparatory ‘softening up’ of 
defending units has an immediate effect on the close combat. 
Close combats will of course be easier to resolve if units match up one-against-one, but this is not 
necessary for the rules to work – just come to an agreement on what proportion of a unit can fight, 
and reduce the number of dice thrown appropriately. Fig.4 gives some examples. 
Note that cavalry in double line have the same number of fighting dice as cavalry in a single line. This 
is because it is assumed that the second line of figures represents squadrons actively supporting the 
first line, a very common process in cavalry combat. 
Obstacles and difficult ground count for all defending units in close combat – they serve to cancel 
out their enemy’s ‘charging’ modifier. A charging modifier is not available uphill or against enemy 
defending a stream or river bank. 
Fall back moves can be in any direction wholly within the appropriate unit sector. This is usually the 
rear sector, but if hits were last received from the flank or rear, fall back may be judged to be most 
likely into the opposite sector. Agreement between players will be needed. Fall back distance is given 
as 2Dav” or 2Dav+3”. For infantry this means the total rolled on 2 average dice in inches, and for 
cavalry the same plus 3”. The extra hit associated with a fall back represents the danger and 
disorder of the defeated unit turning its back on its opponents and trying to break contact. If you 
don’t have or don’t like average dice, use D6s or make the fall back distances 6” and 9” 
respectively. 
Cavalry has a slightly better chance when charging formed infantry frontally than in Honours of War. 
Formed infantry that has been ‘weakened’ is a very worthwhile target for heavy cavalry.  
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Morale 
Note that retreats by weakened units are not enforced – they cannot advance towards the enemy, 
but players must decide whether they need to retreat and rally. This is certainly the recommended 
course of action – weakened units will quickly end up routing if left in the line of fire. 
If players prefer to retain some or all of the figures from routed units on table for visual effect for a 
turn or more, that is of course fine. Disorder the bases and face the figures away from the enemy. 
Players will find that as the battle develops, one unit routing may well trigger routs in other units, 
resulting in a collapse of a portion of your line. This is quite reasonable in my opinion. It also provides 
a bit of drama in the game and makes keeping reserves important. Keeping successive lines of 
infantry and cavalry separated by at least 6” is a good idea to avoid hits from routing units. 
I recommend that weakened units be highlighted with a prominent marker or counter. 
 
Generalship & Rallying 
Having generals attach themselves to individual units to urge their men on can be very useful. It also 
adds a bit of drama and can be justified from the historical record – many generals were killed or 
wounded encouraging units forward in desperate circumstances. It is considered that brigades will still 
function with a brigadier attached to a unit, as orders will already be in force; and the same general 
concept applies when an Army General attaches. It will be wise to use this phase to attach generals to 
weakened units if you want them to advance next turn. 
This phase also allows units to remove a hit (occasionally 2, rarely 3) if the enemy is far enough 
away, or not perceived to be a threat, or if command figures are active in encouraging their men. 
Moving weakened units away from the enemy to allow them to rally is a basic tactic in Post of 
Honour.  
 
Winning and Losing 
For a quicker game, you can reduce the number of units to be lost before an army quits, for example 
to 40% or a third rather than a half. You can also make an objective the main point of a game by 
giving it a high value in units. 
The use of objective markers makes it obvious whether an objective is taken or not. However, players 
may prefer to set their own conditions for deciding what constitutes a particular objective being 
taken. The unit value of an objective whose possession is contested is always ignored. 
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RULE OPTIONS 
Rating an Army General to modify the initiative roll: 
Dazzling +2, Dashing +1, Dependable no modifier, Dithering -1, Dreadful -2. 
Dazzling army general – units in command get an optional double move on a roll of 4+. 
Dreadful army general – units normally in command are out of command on a roll of 1, 2 or 3. 
 
Assault Columns 
These can only be formed to assault BUAs or entrenchments. Move 9”. They fire with one die, but 
fight in close combat with 4 dice. Assault columns can only be formed 18” or less from the target. 
Artillery +1 firing at assault columns. 
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FIG.2		Cavalry	Formations	

Line	
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FIG.1	Formed	Infantry	Formations	

B)	Based	in	single	rank	

March	
column	

Line	

Line	

March	Column	

A)	Based	in	2	ranks	
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FIG.3		Light	Infantry	Formations	-	Examples	

Light	infantry	in	line	if	based	in	single	rank.	Bases	must	be	in	contact.	

The	 same	 deployed	 in	
‘double	 line’.	 They	 would	
still	 fire	 and	 close	 combat	
with	 2	 fighting	 dice	 in	 this	
formation.	 Up	 to	 a	 base	
depth	between	lines	

Light	infantry	in	line	using	square	bases	–	up	to	a	base	width	between	bases.	

The	 same	 deployed	 in	
‘double	 line’.	 They	 would	
still	 fire	 and	 close	 combat	
with	 2	 fighting	 dice	 in	 this	
formation.	
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FIG.	4		Multiple	Close	Combats	
	
The	first	thing	to	do	in	a	multiple	close	combat	is	to	decide	the	dice	allocation	–	how	many	
dice	is	each	unit	rolling,	and	against	which	enemy	unit	or	units?	Once	the	rolls	have	been	
made	and	all	the	hits	against	each	unit	decided	(and	added	to	any	hits	they	already	had),	
just	compare	the	totals	unit	versus	unit	to	see	which	units	have	lost,	won	or	drawn.	
	
Combat	1.	
	 	
	
	
	
	
Unit	 C	 is	successfully	 charged	and	 contacted	by	 enemy	units	A	and	B.	None	of	 the	units	
involved	has	any	hits	at	the	start	of	the	close	combat.	The	players	agree	that	unit	A	will	be	
able	to	roll	4	dice	against	C	(3	in	contact	plus	1	in	overlap),	whilst	unit	B	will	be	able	to	roll	
2	dice	(1	in	contact	plus	1	in	overlap).	Unit	C	will	roll	3	dice	against	A	and	1	die	against	B.	
	
Example	1.	At	the	end	of	one	round	of	close	combat,	units	A	and	C	have	both	taken	3	hits,	
whilst	B	has	taken	1	hit.	Compare	overall	hits.	If	we	assume	that	A	and	C	are	both	of	the	
same	quality	and	that	neither	of	them	is	weakened,	the	combat	between	A	and	C	is	a	draw	
(3-3).	C	is	the	loser	in	its	combat	with	B	(3-1).	The	loss	takes	priority	(p.15,	Multiple	Close	
Combats),	and	C	must	Fall	Back	with	1	additional	hit.	Both	A	and	B	will	move	forward	to	
occupy	C’s	ground,	and	then	both	must	roll	for	pursuit.	
	
Example	2.	 In	this	case	A	has	taken	3	hits,	B	has	taken	1	whilst	C	has	taken	only	2	hits.	
Unit	A	has	lost	to	C	(3-2)	and	so	has	to	Fall	Back	and	take	1	additional	hit.	Although	C	is	the	
winner	against	A,	 it	has	lost	to	B	(2-1)	and	so	must	itself	Fall	Back	and	take	1	additional	
hit.	B	moves	forward	to	occupy	C’s	ground	and	rolls	for	pursuit.	
 
Combat	2.	
 
 
 
 
 
Units	C	and	D	have	been	charged	and	contacted	by	units	A	and	B.	The	dice	allocation	is	the	
same	as	in	the	combat	above,	except	that	unit	D	will	roll	4	dice	against	unit	B	(3	in	contact	
and	1	overlap),	and	unit	B	will	roll	3	dice	against	D	and	just	1	die	against	C.	
	
Example	1.	After	1	round	of	melee,	unit	A	has	2	hits,	B	has	2	hits,	C	has	3	hits	and	D	has	2	
hits.	Unit	C	has	lost	to	unit	A	(3-2)	and	has	also	lost	to	unit	B	(3-2).	Unit	C	must	Fall	Back	
and	takes	1	additional	hit.	Unit	A	occupies	C’s	ground	and	must	then	roll	for	pursuit.	
Units	B	and	D	appear	to	have	drawn	in	their	combat	(2-2),	but	unit	D	(we	will	assume)	is	
of	higher	quality	than	unit	B,	so	unit	B	loses	and	must	Fall	Back	and	take	1	additional	hit.	
Unit	D	must	occupy	B’s	ground	and	then	roll	 for	pursuit.	 If	B	and	D	were	both	 the	same	
quality,	they	would	fight	a	further	round	of	close	combat.	
	
Example	2.	In	this	case	unit	B	is	unlucky	and	receives	4	hits.	Other	hits	are	the	same	as	for	
example	1.	The	combat	between	C	and	A	 is	exactly	 the	same	(3-2)	and	C	 loses	and	Falls	
Back,	even	though	unit	C	has	won	against	unit	B	(3-4).		
Unit	B	has	also	 lost	 to	unit	D	 (4-2),	 and	 so	must	Fall	Back	and	 take	1	 additional	 hit.	As	
usual,	unit	D	occupies	B’s	ground	and	must	roll	for	pursuit.	
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